ο GROUND PR 
ο... 


FIRESTORM: PLA Tey 
STATISTICS DOWNLOAD 


SORYLIAN COLLECTIVE . 
TERRAN ALLIANCE : 


AQUAN PRIME au 


RELTHOZA 


τοῦτο 


\ 


\ 


SURYLIAN COLLECTIVE 


GROUND COMMAND HELIX 


SORYLIAN COLLECTIVE | HEAVY COMMAND SKIFF -JOLTAK | 525Points | WOY | 


Weapon (Mounting) MAR Arc RB R” AD 8"/ 14" 9+8+7 4 10 
Nar’Vak wy) Ε | 10 
TITAN CANNON LR 48 16 Sq-Size | LoS Class | Quality TV 
η EF 10 12 1 Armoured | Regular 8 
HeavySarWay ga κ Πα --- 9 
GRENADE LAUNCHERS LR 20 8 
1 EER. 10 12 
Heavy Sar’Nav 9η L Ρ. .:.. 
GRENADE LAUNCHERS LR 20 8 
Nexus AR EF [56 | m a 
DESIGNATOR ιβ - . 


Artillery Nexus, Artillery Support (1), Command Element (167), Hover Vehicle, 
Shield Projector (+2, 12”), Transport (10) 


Garrison Command - A Helix containing the Jol’Tak Command Skiff may pur- 
chase Kul’Vok Heavy Infantry for 10 Points LESS than the listed cost. 

Command Centre - A Force that contains a Jol’Tak Command Barge may take 
an ADDITIONAL Tactical Action Card over and above the number stated for the 
game size. In addition no friendly Sorylian forces within the Jol’Tak s Command 
Radius are required to take Disorder Tests due to the loss of their own Command 
Element. 

Artillery Nexus - When called upon to deliver an Artillery Strike with a Nexus 
Designator this model may CHOOSE the direction of Deviation measured from 
the Artillery Marker rather than determining randomly. 


Sorylian Ground Command Helix ** MUST contain: 
1 Jol’Tak Command Barge: 
1 Cadre of Kul’Vok Heavy Infantry. This cadre MUST have a Ro’Mul’Kat War 
Chief attached and MUST be embarked on-board the Jol’Tak at the start of 
the battle 


Options: In addition, the Ground Command Helix may add the following Squadron: 
0-1 Ja’Gor Light Recon Walker Squadron 


** This Helix occupies the Field Support Helix Slot 
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AQUAN PRIME 


GROUND COMMAND HELIX 


3 i SAN 
AQUAN PRIME HEAVY COMMAND BARGE - MALANI 500 Points Sor 


Weapon (Mounting) MAR Arc ΒΒ ΒΝ’ ΑΡ 8΄/12" 101958 6 10 
Dual Corona Θ F EF 18 12 
HEAVY LASER LR 36 10 Sq-Size | LoS Class | Quality TV 
i ERJ 30 16 1 Armoured Elite 8 
Dual Stringray Φα ΑΒ | 
MISSILES LR - τ 
Maelstrom 


ERS 12 9 


PULSE CANNONS Ω Β aoo 
Ω 


Maelstrom L EF 12 9 
PULSE CANNONS R - - 
DESIGNATOR ΙΒ - κ 


Model Assigned Rules Command Element (12”), Hit & Run, Hover Vehicle, Independent Targeting, 
Transport (16) 


Additional Rules Garrison Command - A Helix containing the Malani Command Barge may pur- 
chase Khitari Light Infantry for 10 Points LESS than the listed cost 

Command Centre - A Force that contains a Malani Command Barge may take 

an ADDITIONAL Tactical Action Card over and above the number stated for the 
game size. In addition no friendly Aquan forces within the Malani’s Command 
Radius are required to take Disorder Tests due to the loss of their own Command 
Element 

Crystal Resonance - If a Malani Command Barge is deployed on the battlefield, 
all friendly Votari Crystals increase their range to 30” and any attacks they execute 
are ALWAYS considered to be Placed. 


Aquan Prime Ground Command Helix ** MUST contain: 
1 Malani Heavy Heavy Gunship Squadron 
1 Khitari Strike Shoal Grand Company Light Infantry Cadre. The Grand Company 
MUST be embarked on the Malani Command Barge at the start of the battle. 


Options: In addition, the Ground Command Helix may add the following Squadrons: 
0-2 Votari Nodes 
0-1 Marana Light Tank Squadron 


** This Helix occupies the Field Support Helix Slot 
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TERRAN ALLIANCE 


GROUND COMMAND HELIX 


TERRAN ALLIANCE | HEAVY COMMAND BARGE - SLEPNIR 450Points | «3 | 


Weapon (Mounting) MAR Arc RB R” AD 7"/10" | 10+10+9 6 16 
Hammerstrike (2 Κε. 
MISSILE LAUNCHER © LR 36 9 Sq-Size | LoS Class | Quality TV 
i ERS 12 12 1 Armoured | Regular 10 
Shrike ‘a | oo - 
HEAVY ROTOR GUNS LR 24 9 
Nexus ε...'.. 
DESIGNATOR i - 


Model Assigned Rules Artillery Support (2), Assault Vehicle, Command Element (16”), Independent 
Targeting, Lumbering, Shield Harmonics Projector (+2), Tracked/Wheeled Vehicle, 
Transport (20) 


Additional Rules Garrison Command - A Helix with a Slepnir Command Barge may purchase 
Hirdmen Light Infantry for 5 Points LESS than the listed cost 

Command Centre - A Force that contains a Slepnir Command Barge may take 
an ADDITIONAL Tactical Action Card over and above the number stated for 

the game size. In addition no friendly Terran Alliance forces within the Slepnir's 
Command Radius are required to take Disorder Tests due to the loss of their own 
Command Element 

Rapid Insertion Vehicle -- This Squadron may initiate a CQB Attack during its 
own activation while moving Flat Out provided the target squadron are Surface 
Models. These shots are considered to be Rushed 

Vehicle Refit - This model may upgrade to have a Shrike Heavy Rotor Gun-Turret. 
If this upgrade is taken the model loses its Shield Harmonics Projector (+2) MAR 
(see below) 

Shield Harmonics Projector (+2) MAR - During its own activation this model 
may nominate a nearby Shielded Squadron from the same Faction within 8” to 
increase its Shield Rating by the Value listed in the brackets. This bonus to Shield 
Ratings may NOT be combined with any other Shield boosting effect. The target 
Squadron gains the improvement until the End Phase 


Terran Alliance Ground Command Helix** MUST contain: 
1 Slepnir Command Barge 
1 Hirdmen Light Infantry Grand Company. These infantry MUST be embarked on 
the Slepnir at the start of a battle 


Options: In addition, the Ground Attack Aerial Helix may add the following Squadron: 
0-1 Ullr Mkl Medium Anti-Aircraft Tank Squadron 


** This Helix occupies the Field Support Helix Slot 
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DIRECTORATE 


GROUND COMMAND HELIX 


DIRECTORATE HEAVY COMMAND BARGE - ARBITER 475Points AVA 


Weapon (Mounting) MAR Arc RB R" AD 6"/9" |11+11+10 0 12 
Dual AA-118 {δν a ΕΕ 3Ὦ 18 
SCRAMBLER LR - - Sq-Size | LoS Class | Quality TV 
Dual Verdict F EF | 16 18 1 Armoured | Regular 7 
PLASMA SURGE ν ΙΒ - Ν 
Nexus ; EF 30 5 
DESIGNATOR RA - S 


Model Assigned Rules Artillery Support (3), Cloaked, Command Element (16”), Drone Nexus (16”), 
Lumbering, Tracked/Wheeled Vehicle, Transport (12) 


Additional Rules Drone Launcher - The Arbiter Command Barge begins the battle with TWO Pun- 
isher Drones Embarked. The Arbiter may deploy its Punisher Drones at the end 

of any Movement Action. Once Deployed, the Drones form part of the Squadron 
with the Liquidator. 

Command Centre -- A Force that contains an Arbiter Command Barge may 

take an ADDITIONAL Tactical Action Card over and above the number stated 

for the game size. In addition no friendly Directorate forces within the Arbiter's 
Command Radius are required to take Disorder Tests due to the loss of their own 
Command Element 

Drone Repair Facility - Any attached Punisher Drone MAY Embark onto its Drone 
Launcher during its Squadron Activation if desired. If it does so remove all Dam- 
age Markers from the Punisher Drone. 

Cyberattack Booster -- ALL friendly elements armed with Cyber Attack weaponry 
within 8” of this model may choose to add or deduct 1 from the result rolled on 
the Cyber Warfare Table. 


Directorate Ground Command Helix ** MUST contain: 
1 Arbiter Command Barge 
1 Deadlock Heavy Infantry Grand Company. The Grand Company MUST 
embarked on the Arbiter Command Barge at the start of the battle. 


Options: In addition, the Ground Command Helix may add the following Squadron: 
0-1 Trojan Medium Specialist Tank Squadron 


** This Helix occupies the Field Support Helix Slot 
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DINDRENZI FEDERATION 


GROUND COMMAND HELIX 


| DINDRENZI | COMMAND DROP POD - CHARON 500 Points | (fi | 


Weapon (Mounting) MAR Arc RB R” AD 0”/0” 11411410 0 12 
EF 20 15 
RAIL GUN LR 40 10 Sq-Size | LoS Class | Quality TV 
Estock ἃ ax ae 1 kd y -Elite 3 
FLAK LAUNCHER LR 20 10 
Nexus a o 
DESIGNATOR in - 7 


Model Assigned Rules Artillery Support (2), Command Element (12”), Fearless, Independent Targeting, 
Sectored Armour, Sky Drop, Target Lock, Transport (16) 


Additional Rules Sky Drop Asset - Unless a Scenario Condition applies, this model MUST deploy 
via Sky Drop 

Quake Deployment - When this model deploys into the battlefield from Sky 
Drop, all enemy Squadrons within 12” of its eventual entry point must take a 
Disorder Test requiring TWO successes 

Command Centre - A Force that contains a Charon Command Drop Pod may 
take an ADDITIONAL Tactical Action Card over and above the number stated 
for the game size. In addition no friendly Dindrenzi forces within the Charon’s 
Command Radius are required to take Disorder Tests due to the loss of their own 
Command Element 


Dindrenzi Ground Command Helix ** MUST contain: 
1 Charon Comamnd Drop Pod 
1 Nyx Light Infantry Grand Company. The Grand Company MUST be Embarked 
on the Charon Command Drop Pod at the start of the battle. 


Options: In addition, the Ground Command Helix may add the following Squadrons: 
0-2 Damocles Mk! Sky Drop Field Gun Squadrons 


** This Helix occupies the Field Support Helix Slot 
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RELTHOZA 


GROUND COMMAND HELIX 


E 4 
ΒΕΙΤΗΟΖΑ HEAVY COMMAND SPIRE -JAVI 260Points K εἴθ -ὦ 


Weapon MAR Arc RB R” AD 0"/0” | 9+10+11 0 15 


Sq-Size | LoS Class | Quality TV 


1 Elevated Elite 7 
Model Assigned Rules Cloaked, Command Element (20”), Drone Nexus (20”), Fearless, Transport (Salamas 
Only, 2) 
Additional Rules Sky Drop Asset - Unless a Scenario Condition applies, this model MUST deploy 
via Sky Drop 


Quake Deployment - When this model deploys into the battlefield from Sky 
Drop, all enemy Squadrons within 12” of its eventual entry point must take a 
Disorder Test requiring TWO successes 

Command Centre -- A Force that contains a Javi Command Spire may take an AD- 
DITIONAL Tactical Action Card over and above the number stated for the game 
size. In addition friendly Relthozan forces within the Command Spire’s Command 
Radius are ALWAYS considered to be within range of their Command Element, 
even if this is not possible (due to their Command Element being destroyed or 
out of range!) 

Gunnery Nodes - The Javi Command Spire Squadron MUST include 2 to 4 Naris- 
sa Gunnery Nodes. These are placed onto the battlefield within coherency of the 
Javi after its own deployment has been determined. All Gunnery Nodes deployed 
are considered to form a Squadron with the Command Spire 

Icon of the Empire - All friendly Relthozan Infantry Cadres within 12” of this 
model gain the Fearless MAR. 


z A ; 4 
RELTHOZA GUNNERY NODE - NARISSA | 60Points ἔτι 


Weapon MAR Arc RB R” AD 0”/0” 5+5 0 2 
i ΕΕ 24 6 
FLAK LAUNCHER LR - - Sq-Size | LoS Class | Quality TV 
OR Special |Armoured| Mllitia +1 
i ΕΕ, 16 7 
Chelicerae δα ΑΒ εν ο... 
MISSILES LR 32 6 
Model Assigned Rules Cloaked, Fearless, Independent Targeting, Sectored Armour 
Additional Rules Dialled in Asset - The Commanding player need not specify which type of weap- 


on the squadron will be armed with until the Squadron is nominated for Sky Drop 
deployment during a Game Turn 


Relthoza Ground Command Helix ** MUST contain: 
1 Javi Command Spire 
1 Salamas Medium Walker Squadron: This squadron MUST be embarked on the 
Javi at the start of the battle. 


Options: In addition, the Ground Command Helix may add the following Squadrons: 
0 No Options 


** This Helix occupies the Field Support Helix Slot 
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